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Abstract. Following the successful workshops organized at ICEC 2024, this ver-
sion aims to gather researchers in the fields of game accessibility and generative AI 
to explore gaps, opportunities, and challenges in advancing accessibility, inclusion, 
and empowerment through AI. 
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1 Introduction 

1.1 Background 

This paper presents a joint effort of organizing a workshop addressing both accessi-
bility and empowerment within entertainment computing, with a dual focus: 1) Game 
Accessibility, and 2) Empowerment through generative AI. While these are two distinct 
research areas that require a focused discussion, there are also overlaps where fruitful 
exchange of ideas and collaborations can emerge. 

Game accessibility has evolved significantly during the last decade, both in research 
and in the industry. Progress includes accessible controllers, development kits, educa-
tional material, inclusive design processes and research about specific, often neglected 
groups such as deafblind gamers and people with cognitive disabilities. The Game Acces-
sibility Conference1 gathers developers and researchers in presentations and discussions.

1 https://www.gaconf.com/. 
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Research conferences also enable ad hoc meetings and of course, individual researchers 
collaborate on specific topics in various research efforts. However, there is a lack of an 
organized, continuously sustained effort to meet all or most peer researchers within this 
specific field of research, where this annual workshop intends to fill this gap in a long-
term effort to advance the field and work together towards universal access in computer 
games as well as inclusive design processes. 

Research about empowerment through generative AI recognizes that AI enhances 
efficiency, fosters collaboration, and optimizes resource allocation in underserved 
regions. However, it also raises conflicts such as intellectual property issues, debates 
over AI-generated content, and ethical concerns related to privacy, bias, and job displace-
ment. While generative AI presents transformative potential in creating social value, its 
integration into accessibility and empowerment contexts remains underexplored. For 
instance, AI-driven tools are increasingly being used to develop accessible controllers, 
therapeutic applications, and educational resources, yet their ethical implications and 
long-term impacts on marginalized communities are not yet fully understood. The rapid 
advancement of generative AI technologies has outpaced regulatory frameworks, leading 
to unresolved tensions between innovation and responsibility. 

1.2 Purpose and Goal 

The purpose is to have peer researchers work together to identify gaps, opportunities, 
and challenges in game accessibility, inclusion, and empowerment through generative 
AI. 

Thus, the workshop is open to all researchers and PhD students in the fields of 
games accessibility and empowerment, in a hybrid format to enable as many as possible 
to participate. The workshop also includes a call for contributions on dedicated papers 
in the field and publish peer reviewed and accepted papers as a separate chapter in the 
LNCS dedicated to ICEC 2025. 

The goals of the workshop are: 1) Discuss submitted and accepted contributions from 
researchers and PhD students; 2) Outline research gaps, opportunities, and challenges, 
including possible collaborations; 3) Decide on a continuous academic forum format for 
advancing game accessibility and empowerment research. 

2 Workshop Design 

As point of departure, the call for papers forms the basis for the workshop but we also keep 
the workshop open for all attendees to have a fruitful discussion that extends beyond those 
who are already established in the field, such as students on different levels attending the 
conference. Here a brief introduction to game accessibility and empowerment through 
generative AI is presented, followed by the workshop layout.
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2.1 A Brief Overview of Game Accessibility in Research 

The Diverse Field of Game Accessibility 
An overarching direction for game accessibility is the social model of disability [1], 

where accessibility is about removing unnecessary barriers for playing a game. How-
ever, game accessibility can be categorised in several different ways. For instance: 1) 
different groups of disabilities, such as visual, hearing, motor, cognitive and speech, 
similar to how the Game Accessibility Guidelines2 are organized; 2) by input (joy-
sticks, buttons, switches, voice commands, motion, location, and gaze control) or output 
modalities e.g. visuals (game world and objects, as well as user interface), auditory (e.g. 
music, sound effects, ambience, spatial) and haptic feedback (e.g. force, vibration); 3) 
by software and hardware solutions, where for instance various hardware controllers 
also need software for controller remapping, or gaze control that make use of software 
designed to work well with eye trackers, e.g. Eyemine by SpecialEffect3 . Another exam-
ple of this is MotionInput Games4 where a web camera is repurposed as a motion-based 
input, i.e. touchless computing; 4) by generic (e.g. screen-reader) versus dedicated (e.g. 
recorded voice actors) approaches; 5) by different platforms such as games for PC, 
mobile, console, extended reality devices and more. 

This list of categories is non-exhaustive and serves here only to raise some awareness 
of the variety and complexity of what game accessibility research need to consider. Fur-
thermore, it can be argued that games often exceed the game itself, moving into creativity 
and work. Examples of this are sandbox games which basically are game editors, or e-
sports where people compete about prizes that are external to the original game. When 
these activities turn into a professional level, the line between work and entertainment 
is blurred. Then, game accessibility becomes part of the larger community with further 
requirements for accessibility. Furthermore, game accessibility can also include board 
games and while the focus here is on computer games, the line is blurred with augmented 
or mixed reality technologies such as glasses or sensors that can provide user input or 
feedback with user adapted information. For details regarding recent development in the 
industry, the Game Accessibility Conference (gaconf.com) provides excellent updates 
of this two times per year. Video recordings of the conference are available for free 
online via the IGDA Game Accessibility SIG Youtube channel.5 

Some Recent Game Accessibility Research 
For the discussion, a few recent papers published during 2024 to time of this writing 

in April 2025 are briefly presented. Csontos and Heckl [1] present a clear method to 
visually present an analysis with a table view, based on the Xbox Accessibility Guide-
lines6 . Larreina-Morales and Mangiron [2] surveyed 106 blind and low vision persons 
about audio descriptions in games, but also other desired options as well as current bar-
riers. Screen reader support and audio descriptions were the two most wanted options. 
Westerholm, Tuuri, and Hassan [3] explores the use of music to convey information

2 https://gameaccessibilityguidelines.com/. 
3 https://www.specialeffect.org.uk/how-we-can-help/eyemine. 
4 https://www.ucl.ac.uk/computer-science/collaborate/ucl-industry-exchange-network-ucl-ixn/ 
touchless-computing-ucl-motioninput-3. 

5 https://www.youtube.com/channel/UCKWG26bBd7TOiaLtc_crqvw. 
6 https://learn.microsoft.com/en-us/gaming/accessibility/guidelines. 
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for improving accessibility for visually impaired and blind people, and found that user-
informed music design was an improvement and combining thematic and adaptive music 
may be the best approach. Martinez, Froehlich, and Fogarty [4] present design recom-
mendations supporting community-based approaches and customizable experiences for 
accessibility. The recommendations are based on 13 interviews with disabled people 
on their experiences, resources and strategies to overcome barriers in video games. 
Aljedaani et al. [5] conducted a survey with 73 deaf and hard-of-hearing persons regard-
ing inconsistent captions in video games, and present caption best practices that are 
conspicuous, legible, unobtrusive, simple and space-efficient. 

This small sample of recent research servers to show the diversity of research within 
game accessibility, ranging from various presentation methods with audio description 
[2], music [3] and captions [5], to design recommendations [4] and an evaluation method 
[1]. This diversity calls for more dialogue for how to collaborate which can be encouraged 
via the workshop. 

2.2 A Brief Overview of Empowerment Through Generative AI 

Generative AI and Social Value 
The prevalence of AI in everyday work life has led to the creation of various sociotech-
nical systems. The value of AI should be understood in the context of the relationship 
between technology and society. However, ensuring that the adoption of AI systems sup-
ports, rather than undermines, social values remains a challenge [14]. There has been 
significant discussion surrounding ethical guidelines and strategies for responsible AI 
[11], as well as the sustainability of AI in promoting greater ecological integrity and 
social justice [16]. 

On the positive side, there has been extensive discussion on how AI can enrich 
social values. Research shows that the adoption of Large Language Models has great 
potential to enhance both efficiency and productivity [9], while image generation tools 
foster engagement among non-art professionals [23], enabling them to visually present 
ideas and boosting creativity in team collaborations [17]. Human-AI co-creation can 
also serve as a therapeutic tool to promote psychological well-being [12]. Furthermore, 
research highlights the significant potential of AI in improving global health, particularly 
in resource-poor settings [18]. 

Generative AI in Aesthetic Expression and Social Empowerment 
Recent explorations of generative AI demonstrate its unique capacity to democratize 
aesthetic expression. For instance, AI enhances participatory design by improving acces-
sibility and quality through two key mechanisms: lowering the participatory threshold 
and facilitating process execution, collaboration, and creation [8]. By integrating gen-
erative AI as a creativity support tool, stakeholders can engage in divergent thinking 
and visual expression more easily, as AI assists in translating text or parameters into 
visual outputs [15], providing real-time feedback, and inspiring idea generation [24]. 
These technological interventions offer new ways to redefine authorship as a distributed 
human-AI ecosystem. 

Conflicts arise in multiple domains. Artists whose work was used without autho-
rization for AI model training have been harmed by intellectual property infringement.
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Many of them also believe that AI-generated content merely mimics human creativity, 
arguing that reliance on such tools diminishes the complexity of human innovation [13]. 
This issue is prominent across various fields. Recent research addresses ethical concerns 
in AI [20-22], including privacy, bias, accountability, transparency, safety, and societal 
impact. Additionally, some studies focus on the impact of AI on individuals, such as 
AI anxiety in learning, sociotechnical blindness, job displacement, and configuration 
challenges [19]. 

Ethical Considerations 
Emerging technical frameworks are attempting to reconcile these tensions through value-
sensitive design paradigms [7]. The development of attribution-aware diffusion models 
and ethical training datasets offers mechanisms to honor artistic labor while maintain-
ing creative potential [6]. Additionally, human-in-the-loop validation systems are being 
prototyped to avoid aesthetic homogenization [10]. When combined with participatory 
governance models, these innovations suggest that generative AI can evolve into a dia-
logic medium, sustaining its aesthetic values while empowering communities to shape 
their own sociotechnical rule. 

2.3 Workshop Format 

This is a half-day workshop for the following activities, related to the goals:

• 45 min with pitch presentations: Authors present their papers in a fast-forward manner, 
each in 2–3 min

• 10-min break
• 90 min with two parallel round table discussions, one focusing on games, one focusing 

on gen AI and social value. Both groups are tasked with “identify gaps, opportunities, 
and challenges in game accessibility, inclusion, and empowerment through generative 
AI” but from respective perspectives.

• 5-min break
• 15-min presentations by a representative from each roundtable summarizing what 

gaps, opportunities, and challenges has been identified and what possible collabora-
tions can be done.

• 15-min wrap-up on how to continue an academic forum format for advancing game 
accessibility and empowerment research until ICEC in Paris.

• Invited Speaker: Include a speaker related to the field. 

As the point of having a workshop where some peer researchers perhaps meet for 
the first time to find possible collaborations in the future, the main part of the workshop 
are based on discussions. Also, recognizing the fields of game accessibility and empow-
erment through generative AI as research that require focus of their own, a main part 
of the the workshop is split into two parallel round table discussions. Also, to enable 
potential emerging collaborations across these partly overlapping fields, both the pitch 
presentations in the beginning and presentations from each roundtable are done with all 
participants. To move forward, the workshop ends with the wrap-up so we can make 
plans for the continuous effort about issues of both game accessibility and empowerment 
through generative AI until the next ICEC conference.
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3 Expected Outcomes and Continued Work 

Given the lively discussion and positive outcomes from ICEC 2024, this workshop 
hopefully provides a solid ground for advancing both fields and hopefully enable cross-
collaborations between both fields as well, to be continued at ICEC 2025 in Paris. 

Acknowledgments. We would like to thank ICEC for this opportunity to arrange this workshop. 
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